Based on Stolen things from Civ by ‘/u/Cyph’ and Warfare rules by Matt Colville 


Creating your Kingdom 

Start off creating your kingdom by choosing up to 4 suitable locations on the world map. These locations will be 
where your cities reside. Choose one city to be your Capital City. 

When creating your very own unique kingdom, talk to your DM about what would fit thematically with your 
kingdom. Does your kingdom have high production and arcana? They might have flying ships. Maybe high faith 
and economy can be attributed to tithes and donations taken from citizens. Or maybe your kingdom has high 
happiness from a high production due to the creation of your country’s state-of-the-art train system. Your stats 
could provide minor benefits for your kingdom that fit thematically, try to work it out with your DM. You may also 
wish to create advisors, or people of note within your kingdom. Again, work with your DM to create a living, 
breathing, and unique kingdom! 


You start off with 120,000 gp that can be immediately spent on Magic Item Creation, Structures, or Stat increases. 
Any Structure you pay for is immediately built before you start. 


Units created are used to battle in Warfare (Warfare rules described below). 


Stats 
Arcana - Represents your kingdom’s understanding of the arcane and its corresponding magics. Affects Arcane 
Units and Magic Item Creation. The average level of students of the arcane is equal to your Arcana divided by 5. 


Economy - Represents your kingdom’s economic power, its ability to make money, and the the general standard 
of living for your kingdom. 


Faith - Represents the strength of your kingdom’s belief in your kingdom’s pantheon (talk to your DM about what 
pantheon would fit best for your kingdom and how it would affect people’s lives). Affects Holy Units. The average 
level of acolytes is equal to your Faith divided by 5. 


Happiness - Represents the overall happiness of your kingdom and affects the loyalty and morale of your 
subjects. 


Production - Represents the efficiency and quality of labours (mining, farming, etc) as well as the technological 
prowess of your kingdom. Affects Magic Item Creation and Standard Units. 


At the beginning of your kingdom creation, you have 100 points that you are able to allocate into each of the 
above stats, each starting at zero and up to a maximum of 50 per stat. 


You may spend 2,500 gp to increase a stat by 1 point. You cannot increase happiness in this way, and no Stat 
can be improved above 50 in this way. 


No Stat can ever be improved above 100. 
Your stats are considered to be your ‘base’ stats and structures that provide an increase to a stat take effect once 


that structure is built. These bonuses are applied on top of your base stat. Should a structure that provides a stat 
bonus be destroyed or damaged, that Stat bonus is lost from that Structure. 


Structures 

Cities can build certain structures within them in order to provide bonuses for the kingdom. In order to build a 
structure in a city, you must have the necessary gold to spend, and allow time for it to be built. The amount of time 
it takes to build a structure equals 1 month for every 10,000 gp the structure costs (rounding up to the nearest 
10,000, minimum 1 month). Effects from structures do stack. 


If a structure is damaged, it takes 1 month and half its cost (that is shown on the table below) to repair. If a 
structure is outright destroyed, it must be built again anew. 


You can choose to destroy a structure. Doing so costs nothing and takes 1 month to complete. 


The list of major structures, it’s cost, and what it produces is shown on the following table: 


srocure eesti) Pres 
Factory +10 to a Stat & Natural Resources 
Proving Grounds Specialty Units 


Barracks Foot Soldier 

Market +10 Economy & Gold per Month 
Military Base Multiple Foot Soldiers 

Circus +10 Happiness 

Siege Camp” Siege Engines 


*Stables and Siege Camps require a Barracks or Military Base before they can provide benefits. 


In addition to the structures above, you may choose to build a minor structure. These minor structures can provide 
small benefits for the city or kingdom. For example, traps or extra fortifications to defend the city walls, or a 
magical patch of land that grows food in the event of a siege, or maybe even a portal to other cities (if your DM 
determines your kingdom has high enough stats!). Work with your DM about what benefit might be had, the cost 
of it, and if your even kingdom has the right stats for it to fit thematically. 


Palace: Provides a place of refuge for your monarch. It is surrounded by a second set of walls that provide a 
garrison of 6 Special Units that are only available to defend the palace. In addition, gives +20 to a Stat of your 
choice and cannot be changed. Your Capital City automatically starts with a Palace. 


University: Provides a place of learning for those inclined towards the arcane. Receive x1 Arcane Unit per month 
in the city where the University is built. In addition, it gives +10 Arcana. 


Temple: Provides a place of worship to the devout, bolstering their faith. Receive x1 Holy Unit per month in the 
city where the Temple is built. In addition, it gives +10 Faith. 


Factory: A factory is representation of the quality and speed of which natural resources are produced, such as a 
mine, quarry, farm, mill, etc. It allows the extraction of the city’s natural resource. In addition, it provides +10 toa 
certain Stat which is dependant on the natural resource (see below). You also gain 1 Natural Resource for every 
10 points of Production your kingdom has (rounded down to the nearest 10). 


Proving Grounds: A special facility that trains specialised and powerful troops. Provides x1 Special Unit per month 
in the city where the Proving Grounds is built. Once a Proving Grounds has been built, it cannot change the type 


of Unit it trains unless it is destroyed first. 


Barracks: A place to discipline and train soldiers. Provides x1 Foot Soldier Unit per month in the city where the 
Barracks is built. 


Stable: A field designed to train cavalry. Provides x1 Cavalry Unit per month in the city where the Stable is built. 


Market: A place for your citizens and travellers from all over the world to come browse and sell their wares. Gives 
+10 to Economy. In addition, provides 100gp per month for every point you have in Economy. 


Military Base: A place to discipline and train a large amount of soldiers. Provides x4 Foot Soldier Units in the city 
where the Military Base is built. 


Circus: Provides recreation and distraction for the city’s population. Provides +10 Happiness. 


Siege Camp: A place where large machines of war are built. Provides x1 Siege Engine Unit in the city where the 
Siege Camp is built. 


Resources 
Each city has a natural resource they harvest to benefit the kingdom. Roll on the following table per city to 
determine what natural resource that city can harvest. 
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Note: Every city is considered to have enough of each resources to survive. The resource rolled represents the 
overabundance of said resource and acquired as a surplus. 


Natural resources might also be needed in the production of a minor benefit as decided by your DM. 


Metals (Production): Metals such as these are quite useful to have an abundance of, especially when equipping 
soldiers. You may choose to spend 2 Metals to increase a Foot Soldier, Cavalry, or Siege Engine (created from a 
Siege Camp) Unit’s Attack, Power, Defense, or Toughness by 1 (up by a maximum of 2). 


Luxury Metals (Economy): No matter who you are, gold is always coveted. You may directly exchange each 
Luxury Metal for 1,000gp. 


Stone (Production): Precious stone is needed as not only for defence but also as a means of building magnificent 
wonders. You can reduce the cost of Military Bases and Temples by 2,000gp for every Stone you spend toward 
that Structure. 


Timber (Production): To house a large amount of occupants, you must have a sufficient amount of timber. You 
can reduce the cost of Proving Grounds and Universities by 2,000gp for every Timber you spend toward that 
Structure. 


Farmland (Happiness): A full belly leads to a happy populace. For every Farmland ‘spent’, gain 1 Happiness Stat 
(you cannot exceed 50 base Happiness Stat) 


Freshwater (Choose): Civilisations have for the most part been built around water, for where there’s water there’s 
life. Choose which Stat to increase by 10 (as described by the Factory), and increase a Stat of your choice by 1 
for each Freshwater resource ‘spent’. You cannot exceed a 50 to any base Stat. 


Magic Item Creation (optional) 
Some DMs might allow their players to create magic items for their characters. Be it personally or employing help. 
If yes, then follow the below rules. 


A ruler may deem it worthy to spend time and resources to help better yourself as the ruler of a kingdom, and 
employ some specialists both foreign and domestic to craft powerful items for you. 


Choose a magic item (allowed by your DM). The time it takes to create a magic item is equal to 1 month for every 
1,000 gp the magic item costs (minimum 1 month). 


Refer to the table below: 


When time is up for a magic item to have been created, roll a d100, adding the modifier to the number you rolled 
from the above table depending on the magic item rarity. If the number you rolled is lower than your Arcana + your 
Production Stat, you receive the item. If the number you rolled after adding the modifiers is higher, you must wait 
the time again before, before you can attempt the roll again. This is a representation of how fast your specialists 
can work. 


Trading 

You may trade between other nations. Most commonly Gold or Resources, however if there’s something else that 
could potentially be traded, ask the DM if it may be possible. Each trade deal is completed at the end of the 
month, regardless of distance, as it is assumed that there are well established routes between all nations, and 
merchants know of the quickest and safest ways to the destination. If trading to a nation with no markets, the 
trades go directly to that nation’s Capital City. 


Problems 
Each kingdom has an internal and external problem that could pose a threat to the kingdom’s well being. Each 
kingdom must roll 1d6 for each of the following tables: 
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These problems do not go away by themselves, and allows a DM to create an adventure to potentially solve such 
problems, either temporarily or permanently. Consider how solving the problem may affect a kingdom’s Stats. 


Note to DMs: You may want to consider creating smaller side adventures that stem from minor problems, such as 
bandit attacks, or a rampant monster. Consider how solving such problems may boost a kingdom’s Stats, 
however minor, or decrease their Stats if left ignored. In addition, if a kingdom has fixed one or more of their 
problems, consider having them roll again on the table after some time, or enact a problem yourself should it 
progress a story, or if it might fit thematically. For example, a massive influx of refugees may lead to 
Overpopulation. A kingdom can have no more than 1 internal and external problem at a tme. 


At the start of every month, each kingdom must roll on the following appropriate tables, with the results taking 
effect immediately. If a problem becomes fixed, any unit affected by a problem has its negative effect removed. 


Rebellion: 
Roll a d100. If the number is equal to your Happiness Stat or less, nothing happens. Higher than that however, the 
DM rolls on the following table: 


An attempt against the leader’s life is made. 


A random mine, mill, or farm is seized; it does not supply its natural resources this 
month. 


Riots happen in the streets, reducing your base Happiness Stat by 1d6. 


One random unit turns to the rebels. 


Recession: 
Roll a d100. If the number is equal to your Economy Stat or less, nothing happens. Higher than that however, the 
DM rolls on the following table 


The kingdom is forced to create more money, causing inflation. All prices in the 
kingdom, including Structure creation and Magic Item Creation, are raised by 10% 
permanently. 


Roll a 1d4. On a 1, all trading posts only produce half as much gold as normal this 
month. On a 2 or 3, one trading post produces half as much gold as normal. On a 
4, nothing happens. 


Unemployment rises, reducing your happiness by 1d4 points permanently. 


4 All units formed this month lack sufficient supplies, reducing their attack and 
defense by 2. 


Underpopulation: 
Roll a d100 and consult the following table: 


1d100 Event 


1-15 There were not enough people to form all your units this month. Half of your units, 
rounded up, are not formed. 


16-50 Units formed this month have a one step lower casualty die. 


51-85 A random unit was unable to be formed due to lack of people. 


86-100 Nothing happens. 


Sickness: 
Roll a d100 and consult the following table: 


1-15 Units formed this month are almost completely sick. All of their attack and power 
rolls are made at disadvantage. 

16-50 Units formed this month are slow and groggy from the sickness, causing their 
speed to be reduced by one step. 


starting at 1 does not raise its start). If you roll this next month, it stacks onto the 
month after that. 


86-100 Nothing happens. 


Heavy Crime: 
Each month, roll a d100 and consult the following table: 


1-15 A master thief has successfully completed a heist and stolen most of the kingdom’s reserves. You 
do not gain any gold this month. 

16-50 People have been turning towards stealing from your holy sites, decreasing your base Faith Stat by 
1d6. 


51-85 A random unit is lost due to desertion. 
86-100 Nothing happens. 


Overpopulation: 
Each month, roll a d100 and consult the following table: 


1-15 Poverty becomes rampant in your cities and your churches cannot provide help. Reduce your base 
Happiness, Faith, and Economy Stats by 1d4 

16-50 Units formed this month are made up from people who were desperate. All units produced this 
month make morale checks at disadvantage. 


51-85 A random unit carries the sickness, but shows no symptoms. Next month, each 
event’s start and end point increase by 10 (to a maximum of 100, and the event 


month as if you had half your kingdom’s Production (round down) 


86-100 | Nothing happens. 


51-85 Food rations are spread thin this month, reducing the effectiveness of your workforce. Treat the last 


External problems are completely up to the DM. Any rolls, issues, effects, etc are completely up to the DM and 
can be different every month. 


Expenditures 

Units you create every month can be improved depending on the type of unit they are and the Stats of your 
kingdom. If a Stat changes after you have already built units, you apply those changes to each unit retroactively 
only if you’ve gained a higher stat. 


Production Expenditures 

Foot Soldiers, Cavalry, and Siege Engines can be improved using Production. You have an amount of 
expendable Production equal to your kingdom’s Production Stat. See below for the base stats for each of these 
units, and the required production cost for upgrading them. If a Production cost is separated by a slash, that 
means the Production cost increases to the next highest increment as you upgrade it. 


Foot Soldiers (Medium Infantry): 
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Casualty Die 20/25 One step higher 
(maximum 2 times) 


In addition, you may choose to upgrade Foot Soldiers in other ways. See below: 


Upgrade Production Cost 


Cavalry: 
Cavalry follow the same expenditures and base stats as Foot Soldiers. 


In addition, you may choose to upgrade Cavalry in other ways. See below: 


Flanking: The Cavalry unit has advantage on attack rolls against a unit if at least one allied unit is within 1 hex of 
the target. 


Siege Engines (Very Heavy): 
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Casualty Die 15/20 One step higher 
(maximum 2 times) 


In addition, you may choose to upgrade Siege Engines in other ways. See below: 


Upgrade Production Cost 
Increase Range by 1 hex 5/10/15/20/25 


Increase damage by 1d4 5/10/15/20/25 


Siege Attack: Can make an attack against a fortification, automatically dealing 2d4 damage to the fortification 


Faith Expenditures 

Holy Units can be improved using Faith. You have an amount of expendable Faith equal to your kingdom's Faith 
Stat. See below for the base stats for each of these units, and the required production cost for upgrading them. If 
a Faith cost is separated by a slash, that means the Faith cost increases to the next highest increment as you 
upgrade it. 


Holy Units (Medium Infantry): 
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Morales 
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Morale CheckDC | Check DC a re (maximum +1 (maximum 3 times) | +1 (maximum 3 times) | 


Additionally, Holy Units get the following traits: 
Magic Attacks: The Unit’s attacks overcome traits that resist non-magical attacks. 


Two Battlemagic’s of your choice from the following (or your own if the DM allows it): 
Healing (3/battle): As an action, the Unit restores an adjacent Unit’s casualty die by one step. 


Holy Aura (2/battle): Instead of moving on their turn, the Unit can use this Battlemagic. All units of choice adjacent 
to this Unit can add 1d4 to all attack rolls and power rolls until the start of the Holy Unit's next turn. 


Magic Weapons (1/battle): As an action, the Unit grants an adjacent unit magical attacks that overcome traits that 
defend against non-magical attacks. 


Necromantic Ritual (1/battle): As an action, the Unit raises one adjacent dead Unit with half its maximum casualty 
die. That Unit fights for the Unit’s side. An unwilling Unit (such as those of the enemy’s side) can make a Morale 


Check against this Unit’s DC to resist the effect, disallowing the raising on a success and wasting the Battlemagic. 


In addition, you may choose to upgrade Holy Units in other ways. See below: 


Upgrade Faith Cost 


Additional Battlemagic 25/30 (maximum 2 times) 


Arcana Expenditures 

Arcane Units can be improved using Arcana. You have an amount of expendable Arcana equal to your kingdom’s 
Arcana Stat. See below for the base stats for each of these units, and the required production cost for upgrading 
them. If an Arcana cost is separated by a slash, that means the Arcana cost increases to the next highest 
increment as you upgrade it. 


Arcane Units (Medium Infantry): 
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Additionally, Arcane Units get the following traits: 
Magic Attacks: The Unit’s attacks overcome traits that resist non-magical attacks. 


Two Battlemagic’s of your choice from the following (or your own if the DM allows it): 
Magic Weapons (1/battle): As an action, the Unit grants an adjacent unit magical attacks that overcome traits that 
defend against non-magical attacks. 


Necromantic Ritual (1/battle): As an action, the Unit raises one adjacent dead Unit with half its maximum casualty 
die. That Unit fights for the Unit’s side. An unwilling Unit (such as those of the enemy’s side) can make a Morale 


Check against this Unit’s DC to resist the effect, disallowing the raising on a success and wasting the Battlemagic. 


Magic Artillery (2/battle): As an action, the Unit make a single Power against up to three units within 2 hexes. Ona 
success, the unit takes a casualty. 


Paralyzing Wave (1/battle): As an action, the Unit forces a unit up to two hexes away to make a Morale Check 
against the Unit’s DC. On a failed check, the unit cannot move or take actions during its next two turns. 


In addition, you may choose to upgrade Arcane Units in other ways. See below: 


Additional Battlemagic 25/30 (maximum 2 times) 


*Special Abilities are small traits more often than not dependent on the Foot Soldier's homeland or race. Work 
with your DM to create a fair and suitable benefit. 


*Morale cannot be changed, and is tied towards your kingdom’s happiness. Increase all unit’s Morale modifier by 
1 for every 10 points your kingdom has in it’s Happiness Stat (rounded down to the nearest 10) 
Warfare 


Kingdoms may occasionally find themselves at odds with one another and go to War. 


| highly recommend you watch Matthew Colville’s video on Warfare to get a general understanding on how this 
Warfare fighting system works, which is heavily based and inspired by him. 


Video - https://www.youtube.com/watch?v=j|PRJDgTkXMI 
Inspiration - http://squaremans.com/War.pdf 


For this system, some changes have been made, however the DM can change and implement or remove rules as 
they see fit. 


Diminishing and Rallying are no longer implemented. 

Morale checks are no longer required when Battlemagic is used unless the Battlemagic specifically requires one. 
Exhausting Units is longer implemented. 

Dual Units (such as Infantry-Archers) count as both types of units no matter the type of attacks that are being 
made (for example, an Infantry-Archer unit would still suffer disadvantage on power rolls against the Fiendish 
Resistances trait) 

Archer Units also count as Infantry for the sake of simplicity. 

A player character may be apart of or take the lead of a unit in Warfare. Though some weaker player characters 
may not be able to make much of a difference in a war scenario, those of a higher level usually can. Any unit that 
a player character belongs to (or NPC if powerful and important enough) can gain one special ability per every 5 
levels that PC possesses. Each ability should be unique and can be altered slightly from RAW effects the PC's 
have to more suit a war scenario. Make sure to tie an ability to resources of a character. Once a warfare battle is 


over, characters may move themselves between units before resting. 


If a Unit that a PC is in is wiped out, the DM can have the Player make checks, participate in an encounter, or just 
allow the player to escape. It is recommended the DM gives the players a chance to escape the battlefield. 


Warfare battles are played on a hexagonal map. 


Fortifications generally have around 15-20 HP, however, this can vary depending on the type of city being 
attacked or what would make sense for that nation’s theme. It is up to the DM. 


Fortifications are destroyed at the locations they are attacked. 


When rolling for initiative for units (either separately or grouped if there are multiple of the same unit), roll a d20 
and add the corresponding modifier to the number, in accordance with its speed: 

Very Heavy: +0 

Heavy: +1 

Medium: +2 

Light: +3 

Very Light: +4 


Unit Type Rules 
Infantry: Infantry can be attacked by any unit type. They can attack adjacent units. 


Archers: Archers can be attack by any unit type. They can attack any unit within their range as determined by 
their weapons. 


Cavalry: Cavalry can be attacked by Siege Engines and Cavalry normally. Infantry, Aerial, and Archer units make 
attack rolls at disadvantage. Cavalry can attack any adjacent unit. 


Aerial: Aerial Units can be attacked by Archers and Aerial units normally. Siege units can attack Aerial Units at 
disadvantage. Infantry cannot attack Aerial Units. Aerial Units can attack adjacent units. 


Siege Engines: Siege Engines can be attacked by any unit type. Siege Engines can attack any unit within it’s 
range. Siege Engines can attack walls and fortifications, dealing a base of 2d4 damage to the fortification. 


Archer Weaponry and Ranges 

Sling: Range of 2 hexes 

Light Crossbow & Shortbow: 3 hexes 
Heavy Crossbow: 4 hexes 

Longbow: 5 hexes 


Siege Engines and Ranges 
Ballista: 5 hexes 

Catapult: 6 hexes 
Trebuchet: 7 hexes 
Cannon: 15 hexes 


Generally, all Siege Engines require at least one action to be reloaded after firing. This is considered the default, 
and engines without this trait should have a special ability saying otherwise. 


Speed Keywords: 

Very Light: Can move four hexes per turn. 

Light: Can move three hexes per turn. 

Medium: Can move two hexes per turn. 

Heavy: Can move one hex per turn. 

Very Heavy: Can move one hex per turn as an action. 


Generally all Infantry, Archers and Aerial units are medium, Cavalry light, and Siege Engines are Very Heavy. 
These properties can change depending on the how you allocate Stat expenditure. 


If a Unit takes damage and loses a casualty die, they naturally regain one step Casualty Die at the end of every 
month. 


Offensive Keywords: 

Untrained: Have between 0-4 attack and power 
Trained: Have between 5-8 attack and power 
Seasoned: Have between 9-11 attack and power 
Elite: Have between 12-14 attack and power 
Heroes: Have 15 or higher attack and power 


If the unit has an attack and power that are from different levels, take the average of both to decide its level. 


Defensive Keywords: 

Untrained: Have between 0-13 defense and toughness 
Trained: Have between 14-16 defense and toughness 
Seasoned: Have between 17-19 defense and toughness 
Elite: Have between 20-23 defense and toughness 
Heroes: Have 24 or higher defense and toughness 


If the unit has an defense and toughness that are from different levels, take the average of both to decide its level. 
All units should have five signifying keywords in the following order: 


Race: The unit's race is listed. If the unit contains multiple races, connect them with a hyphen. 

Unit Type: The unit's type is listed. If the unit has multiple types, connect them with a hyphen. Additionally add its 
weapon or engine type in parenthesis after the type. 

Speed: The unit's speed listed. 

Offense: The unit's offensive keyword is listed. Add a parenthesis with an O after the keyword. 

Defense: The unit's defensive keyword is listed. Add a parenthesis with a D after the keyword. 


If the offense and defense of a unit is the same, you can just put OD in the parenthesis instead of listing them both 
separately. 


For example, 

Dwarf-Human Infantry-Aerial-Cavalry Light Trained (0) Seasoned (D), 
or 

Elf Siege Engine-Archers Very Heavy Hero (OD) 


Actions in Combat: 
There are five different actions can be taken by each unit on their turn, in addition to any special abilities the unit 
has. 


Attack: The unit makes a basic attack against another unit or structure. 

Defend: All attacks against the unit have disadvantage until the start of their next turn. 

Dash: The unit moves twice its speed. Unavailable to Very Heavy Units. 

Hide: The unit scatters and hides in appropriate terrain. While hidden, the unit cannot be attacked, but can only 
take the dash action until it chooses to reform and reveal itself as an action. 

Ready: The Unit can hold an attack if a unit comes within range. 

March: The unit chooses to move when another unit moves. Rather than using the unit's action, this option can be 
chosen if the unit has not moved this turn. It must still take its action on its own turn. 


Map and Grouping Information 
For the purpose of playing on a hexed map, the following information is the normal way hexes and units are 
portrayed. 


Hex to Feet: Each hex represents 150 feet. 


Dice to Numbers: Each die increment of the casualty die is roughly 30 creatures starting at d4 (120), d6 (180), d8 
(240), d10 (300), d12 (360). 


Some creatures that are much more powerful count as multiple creatures, such as giants, dragons, etc. These 
numbers are for standard infantry. 


Special Unit Creation 


Special Units are powerful Units that are both unique and useful on the battlefield, however are much rarer. When 
building a Special Unit, they have the following base stats: 


Attack: +12 
Power: +12 
Defense: 20 
Toughness: 20 
Morale: 10 
Casualty Die: D8 
Speed: Medium 


You are able to change Attack, Power, Defense, and Toughness. You can reduce any stat by 1 to increase 
another stat by 1. Any stat cannot be increased or reduced by more than 3 in this way. 


Speed 

Reducing the speed by one step (Very Light>Light>Medium>Heavy>Very Heavy) counts as reducing statistics by 
2 for the purpose of making abilities, changing the unit type, or changing the casualty die. You can reduce speed 
by one step to increase a statistic by 2 (or 2 by 1). Alternatively, can increase speed by one step by reducing a 
statistic by 2 (or 2 by 1). Either way, a statistic still cannot be lower than its minimum or higher than its maximum. 


Casualty Die 

Reducing the casualty die by one step (D12>D10>D8>D6>D4) counts as reducing statistics by 2 for the purpose 
of making abilities, changing the unit type, or changing the speed. Alternatively, you can increase a statistic by 2 
(or 2 by 1) by reducing the casualty die by one step, or you can decrease a statistic by 2 (or 2 by 1) to increase 
the casualty die by one step. Either way, a statistic still cannot be lower than its minimum or higher than its 
maximum. 


Special Abilities 

Special Units are able to gain Special Abilities of varying strength. If a Special Unit wants to gain a Special Ability, 
depending on the strength of the ability, you must reduce your stats by the following amount, and cannot be 
lowered below it’s minimum as normal. 

Weak Ability: Reduce attack, power, defense, or toughness by 1. 

Moderate Ability: Reduce attack, power, defense, or toughness by 2 (or 2 by 1) 

Strong Ability: Reduce attack, power, defense, or toughness by 3 (or 3 by 1/1 by 2 and 1 by 1) 

Work with your DM to find a suitable and thematically fitting ability. For the purposes of special abilities, consider 


being more lenient with Special Units. 


Special Unit Type 

Special Units can be different types of units. You may spend stats to become the following Unit Type and gain 
their benefits. 

Infantry: Free. 

Archers: Increase Range by 1 for every point spent. (4 points spent max, for a total range of 5 hexes). 

Cavalry: Spend 2 Points. Gain the Flanking ability, but do not change speed. 

Aerial: Spend 2 Points. 

Siege Engine: Spend 2 Points. Special Unit Immediately becomes Heavy, Gains the Siege Attack ability, and has 
a Siege attack range of 5 hexes. You may increase the range of the Siege Attack by 1 hex for every 1 point more 


you spend. You may increase the damage dealt to fortifications by 1d4 for every point more you spend, to a 
maximum of 6d4. 


